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► Pacing 

► Variety 

► Depth 
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-* nm’ssmnisc 

► Two separate campaigns of 10 levels 

► Shoot enemies, search for intel 

► Reach the rocket within the time limit 
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~> Factors in the decision 

► Potential for failure (readiness) 

► Difficulty (threat) 

► Reward (loot) 
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~> How to use a focus test 

► Go to it! And take people with you! 

► Use open questions 

► Be aware of bugs and balancing 






-> Players didn't understand: 

► who they were 

► what their overall goal was 


► or how to achieve it 
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C.O.U.N.TE.R analysts estimate 10 days needed to decode the 
location of the Luna 4 atomic missile launch site. You must 
sabotage Luna program facilities to delay launch capability. 
Buy us time, Agent. Wreak havoc and don't get caught. Good 
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“The approach we take, 

it’s choosing things that the players know. 

People understand the need to eat. 

They understand the need to drink. 

They realize that if you get shot, 
you’re gonna bleed. 

So these things, 

we don’t have to really explain them.” 


- Dean Hall, Designer, DayZ 
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-> How to inherit a design 

► Assess the situation 

► Fix weaknesses 

► Leverage strengths 

► Use an iterative design process: 

pillars - prototyping - verifying 
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